'fflsrairrefli 



GK-^STBUSTiERS 



JOIN IN WITH ALL YOUR 
FAVOURITE REAL GHOSTBUSTERS 
HEROES AND SAVE YOUR CITY 
FROM A HAUNTING ARRAY OF 
GHOULS, GHOSTS AND THINGS 
THAT GO BUMP IN THE NIGHT! 
ZAP AND TRAP AS MANY CREEPY 
GHOSTS AND SCARY MONSTERS AS 
YOU CAN - BUST THE MAD MONKS 
OR THE GARISH GHOULS AND HEAD 
FOR SOME REAL BAD CRAZINESS! 
PICK UP THE KEYS, DUMP THE GHOSTS 
AND SEEK OUT MORE SPOOKS - 
OR YOU'LL BE HISTORY! 

• SMOOTH S WAY FULL COLOUR SCROLLING 

• ONE OR TWO PLAYER MODE 

• THOUSANDS OF DIFFERENT CREEPY GHOSTS 
AND MONSTERS TO ZAP AND COLLECT 

• GHOSTLY SOUND EFFECTS 

• DYNAMIC INTRODUCTION SCREEN 

• FAST MOVING ANIMATION 

• IO EXCITING AND 
CHALLENGING LEVELS 




COMMODORE 64 CASSETTE 



GAME DESIGN COPTPIQHT 

DATA EAST USA. INC. © '^07 

ALL RIGHTS RESERVED. MANUFACTURED UNDER 
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FRIGHT FEATURE 
HAUNTED HUMAN 
FIGURES 
TO BE WON 

TO CELEBRATE THE RELEASE OF THIS EXCITING NEW COM- 
PUTER GAME BY ACTIVISION, WE HAVE 500 FRIGHT 

Feature/Haunted Human figures from Kenner Parker 
Tonka for you to win in this easy question competition. 
All you have to do is answer the questions below 
correctly. The first 500 correct entries opened 
after the closing date of SAT27TH MAY 1989 WILL 
receive one of these exciting new figures on offer. 

I. What is the name of the greedy green character featured in Ghostbusters? 

2. What is the license plate number on The Ghostbusters car? 

3. Which of The Ghostbusters is known as the brains? 

A. What was the Ghostbusters car originally used for before theycustomised it? 
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RULES 




ALL WINNERS IN THE COMPETITION WILL UL 3. 


The organisers of the competition 


THE £1 C ONLY. 


DCCMCD TO HAVE READ AND AGREED TO 


RESERVE THE RlOHT TO ALTER DATES, TIMES 7 


NO CORRESPONDENCE WILL BE ENTERED 


ABIDE BY THE RULES OF WHICH THE ENTRY 


AND STRUCTURE TO ENSURE THE SMOOTH 


INTO. 


INSTRUCTIONS AND PRIZE DETAILS FORM 


RUNNING AND COMPLETION OF THEq 


EMPLOYtES AND THEIR RELATIVE^. OT 




COMPETITION. 


PARTICIPATING COMPANIES IN THE PROMO- 


2 The first SOO correct entries openeo a. 


NO CASH ALTERNATIVES WILL QE OFFERED. 


TION ARE NOT ELIGIBLE TO ENTER. 


■&FTE.R THE CLOSING DATE OF SATURDAY 5. 


Only one entry per person allowed. 




27THMAY I9B9 will be deemed s 


The competition is open to resi dents of 





Real Ghostbuster characters are available from most 

m ajor dep artme nt store s an d toy sp ecialis ts. 

□ (a) Slimer □ (a) Eno I □ (a) Winston Zeddmore □ (a) Police car 

□ (b) Slipper □ (b) Ecto I D (b) Egon Spengler D (b) Fire Engine 



□ (c) Gannett □ fc) Ento I □ (c) Ray Stanz 



D (c) Ambulance 
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Send your entry to 

Real Ghostbusters Competition 

Activision I UK) Ltd. 

Blake House. 

Manor Farm Road. 

Reading. 

Berkshire. RG2 OJN 
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REAL GHOSTBUSTERS 



LOADING INSTRUCTIONS 

C64 cassette 

Insert the cassette in your data cassette. Hold down the SHIFT key and press RUN/STOP. 

C64disc 

Insert the disc in the drive. Type LOAD"*",8,l then press RETURN. 

C128 

Type G064 then press RETURN. Type Y when prompted followed by RETURN, then follow the appropriate CW instructions. 

Spectrum cassette 

Insert cassette in your tape recorder and type LOAD" " then press ENTER. Press play on the tape recorder. 

Amstrad disc 

Insert the disc in the drive. Type RUOISC and press ENTER. 

Amstrad tape; 

Press CTRL and the small ENTER key. Press play on cassette recorder. 

Atari ST 

Insert the disc in drive A and switch on the computer. 

Amiga 

Turn on the computer and wait for the WORKBENCH prompt, then insert the game disc. 



GAMEPLAY 

Real Ghostb jsters is a one- or twc-player multi-level game in which the players control members of the Ghostbusters team. The 
objective of the game is to fight your way through each of 10 levels, capturing and storing ghosts on the way, The end of each 
level features one or more guardians who, when defeated, will yield a key allowing the player(s) to exit that level. 

The characters are armed with both guns and Proton Beams, Creatures can be shot with either weapon to transform them into 
ghosts. The ghosts can then be zapped with the proton beam to store them in the players' backpack. Ammunition for the gun is 
un-limited; the proton beam has 3 limited charge which is displayed at the top of the screen. Also displayed are the number of 
lives remaining and the number of ghosts collected. 

On reaching the end of a level there is a short graphic sequence in which collected ghosts are beamed into ghost storage. A 
bonus is awarded for each ghost. 

Some creatures and objects (e.g. oi (drums, wheel-barrows) also award the player with bonuses: 

BEAM ENERGY UP 

SHOT POWER UP 

AURA POWER - providing a shield for a limited time 

SLIMER - the friendly ghost who will hover around the player, acting as a shield and rapping any creatures hs :cl":5 

(The latter two bonuses will be lost if the player loses a life). 



CONTROL KEYS (Amstrad and Spectrum versions) 



AMSTRAD 



SPECTRUM 



Player 1 



Player 2 



UP 

DOWN 

LEFT 

RIGHT 

GUN 

PAUSE 





_A__ 

Z 

X 
(decimal point 
on keypad) 



Player 1 

Q 
_ A_ 

Z 
X 
D 



Player 2 

P 

_ L_ 

X 
M 
H 



ESC 



ENTER 



Control of Atari ST Amiga and C64 versions is by joystick. 
Hold down gun and release to produce beam. 
NB: Spectrum player 1 an also use joystick 1. 

Loading Difficulties . . . 

We are always seeking to improve the quality of our product range, and have developed high standards of quality control to 
bring you this product. If you experience any difficulties whilst loading, it is likely to be a fault other than the product itself. We 
therefore suggest that you switch your computer off and repeat the loading instructions carefully, checking that you are using 
the correct set of instructions for your computer and software. If you still have problems, consult, the User handbook that 
accompanied your computer or consult your software dealer for advice. In the ease of continued difficulty and you have checked 
all of your hardware for possible faults, may we suggest that you return the game to the place of purchase. 

Customer Enquiries/Technical Support 0734310003 

ACTIVISION UK LTD, Blake House, Manor Farm Road, Reading RG2 QJN 




INSTRUCTIONS OE CHARGEMENT 

C£4 cassette 

Inserez votre cassette dans le lecteur de casser.s V- -:*■&. n :: .:-es SHIR et RUN/STOP enfoncees en meme temps. 

C64 diskette 

Inserez la disquette dans le lecteur de disquertss. ~-zn .1-1"' :' i\ appuyez sur RETURN. 

Ct28 

"apez G064 puis appuyez sur RETURN. Quand s -5Si=:i zt :. :s;= psrart sur I'ecran, tapez Y puis RETURN et Si.\s 

-j'ructionspourle CW. 
Spectrum cassette 

-serez la cassette dans votre lecteur decasser.es =::=:*:-!-!.■ ' :.i appuyez sur la touche ENTER. Puis apples.- 
::_:nePLAY du lecteur. 
Amstrad disquette 

-srez fa disquette dans le lecteur de disquettes "=:=: : -VI 51 %. izz.yn sur ENTER. 
Anstrad cassette 

-::.,ez sur CTRL et la petite touche ENTER. Acc.-er ;.- : ::.re : _-.Y cj lecteur. 
iti-S T 

-xiz la disquette dans le lecteur A et mettez lord -v.%.' f ~i~t. 



-. -~sz I'ordinateur et attendez le message de gn.da: 



"serez la disquette de jeu. 






COMMENT JOUER 

Real Ghostbusters est un jeu a plusieurs niveau* pour un ou deux joueurs. Les joueurs controlent les membre de I'equipe des 
Ghostbusters. Le but du jeu est de se battre a traverschacun des dix niveaux, capturant et entreposant en route les fantomes. A 
Is fin de chaque niveau se trouve un (ou plusieurs) gardien qui, quand il est vaincu, presenter au joueur (ou aux joueurs) une 
clef qui lui permet de sortir du niveau. 

Les personnages sont armes de revolvers et de rayons de proton. On peut tirer sur les creatures avec I'une ou I'autre arme, les 
transformant en fantomes. On peut done supprimer les fantomes avec les rayons de proton et les entreposer dans le sac a dos du 
joueur. Les munitions du revolver sont illi mites, mais le rayon de proton a unecharge fixe, qui est montree en haut de I'ecran. Le 
nombre de vies qui restent et le nombre de fantomes ramasses sont montres aussi. 

En achevant la fin d'un niveau il y a un scene ou les fantomes sont transferee a 1'entreposage de fantomes. Un prime est attribus 
pour chaque fantome. 

Certains creatures et objets (par exemple, des tonneaux de petrole, des brouettes) donnent au joueur un prime: 

DIFFUSEZ L'ENERGIE VERS LE HAUT 
TIREZ LA PUISSANCE VERS LE HAUT 

LA PUISSANCE DE L'AURA-elle donne un boudier pendant un certain temps, SLIMER-le fantome amical qui plane autour 
ds joueur, lui servant de bouelier et descendent les creatures qu'il touche. 

(Ces deux demiers primes seront perdus si le joueur perd une vie.) 
CONTROLE PAR CLAVIER (Amstrad et Spectrum) 







AMSTRAD 




SPECTRUM 






Joueur 1 


Joueur 2 


Joueur 1 




Joueur 2 


EN HAUT 


* 





Q 




P 


EN8AS 


1 


A 


A 




L 


A GAUCHE 


*- 


z 


Z 




';i 


ADROITE 


- 


X 


X 




M 


REVOLVER 


C 


(virgule de fraction 
dedmale sur davier) 


D 




H 



PAUSE ESC ENTER 

Atari ST Amiga et C64; controle par joystick. 

Appuyez sur la touche C et dexilenchez pour produire un rayon. 

Spectrum joueur 1 peut aussi se servir de joystick 1. 

Difficulties de chargement . . . 

Nous cherchons constamment a ameliorer la qualite de notre gamme de produits et nous avons developpe des niveaux 
eleves de controle de qualite pour vous apporter ce produit. Si vous rencontrez des difficultes pendant le chargement, il esl 
improbable que la faute soit autre que le produit lui-mime. Nous vous suggerons done deteindre votre ordinateur et de 
suivre a nouveau et avec soin les instructions de chargement, en verifiant que vous utilisez bien les instructions se rapportant 
a votre ordinateur et a votre logiciel. Si vous avez toujours des problemes, consultez le manuel de I'Utilisateur que vous avez 
recu avec votre ordinateur ou demandez I'avis de votre fournisseur de logiciel, St les difficultes persistent apres que vous 
ayiez verifie tout vote hardware, nous vous suggerons de renvoyer le jeu a la maison ou vous I'avez achete. 

Renseignements des clients/ Assistance Technique 0734 310003 
ACTIVISION UK LTD, Blake House, Manor Farm Road, Reading RG2 (UN 



REAL GHOSTBUSTERS 



ISTRUZIONl Dl CARICAMENTO 

CS4 cassette 

-se-ire la cassetta nel registrator. Premete i tasti SHIFT e RUN5T0P contempor-aneamente. 
C64 disco 

Insane il disco nel drive. Digitate LOAD"*",8,1 e poi premete RETURN. 
C128 

D : :ale G064 e poi premete RETURN. Digitate Y al comando e poi di nuovo RETURN; poi segufte le istruzioni per il C64. 
Spectrum cassetta 

'rserite la cassetta nel regislratore e digitate LOAD" " poi premete ENTER. Premete il tasto play sul registratore. 
Amstrad disco 

Inserite il disco nel drive. Digitate RUN"DISC e premete ENTER. 
Amstrad cassetta 

Premete CTRL ed il piccolo tasto ENTER'. Premete poi play sul regisrratOfe. 
Atari ST 

Inserite il disco nel drive A ed accendete il computer. 
Amiga 
Accendete il computer ed aspettate il WORKBENCH prompt, pot inserite il disco gioco nel drive. 



IL GIOCO 

Real Ghostbusters e un gioco con dive - ;' .e :■=- „-;; o du2 giocatori che controllano i membri di un gruppo di 
"Acchiappafantasmi". 

Lo scopo del gjoco e di farsi slraris sr/5-.e-so ". '■'.- , snurando ed accumulando i fantasmi che si incontrano, II termine di 
ogni livello a caratterizzato ds un c z. z.yz r ~= :.2ndo sconfitti, cederanno una chiave permettendo al giccatore di 
uscire da que livello. 

I personaggi sono armati s : = c \: = :~. z ■-.-. rctonici. Gli awersari possono essere colpiti con entrambe le ermi per 
trasformarli in fantasmi. I *'a-:air : ccsscrc poi essere richiusi dai giocatori. Le munizioni del fucile sono inifiniie; mentre il 
raggio protonico dispese t ."- 1".~~ i ~'i\i reevisualizzata in alto sullo schermo. Sono inoltrevisualiizatiilriumero 
di vite restanti ed ii rajmero dd fentasmi coleaonan. 

Raggiungendoi::=r"- : " := .- : . 5 .-3 c-e.esequenza grafica in cuii fantasmi collezionati sono rinchiysi. E cencesso un 
bonus per ogni farUsma- 

Alcuni oggetti c c:ea:."5 Zi~z.- : : : zz~ : = . . .1 possono concedere al giocatore vari bonus: 
ENERGIA 

potenza::s-a=; 

POTENZA -„ : .i z-z.-j: .-; ;:-:: zi .n tempo limitato 

VISCIDC. ^-.is.-; :~ r. re . -_::=/: snorno, come uno scudo, per proteggervi dalle creatire reT ;-; 

(Gli ul! ; T : :.e ;:-.s >=■=--: ji-s :.;-:: il giocatore perde una vita) 



